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RESISTANCES 
Bludgeon. (in rage) 


X 
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Piercing (in rage) 

Slashing (in rage) 
Adv. on Strength saves in rage; 
Adv. on Dex saves vs. seen effects; 
Immune to being 
charmed/frightened in rage 
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SAVING THROWS 


+2 Acrobatics 


Animal Handling 


Arcana 
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Athletics 
Deception 
History 
Insight 


Intimidation 


Investigation 
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Medicine 
Nature 
Perception 


Performance 
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Persuasion 
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Religion 
Sleight of Hand 
Stealth 

Survival 


Tool 
SKILLS 
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SENSES 
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AMMUNITION 
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AMMUNITION 



















10 Berserker (Lawful Good) 


LEVEL & CLASS PLAYER NAME 


64,000 
EXPERIENCE 


Sailor Minotaur 
A BACKGROUND RACE 








12 Armor Unarmored Defense (Con) 
Shield 

MAXIMUM Dex = ©Medium Armor © Heavy Armor 

HIT POINTS ONUS 

Magic 

Misc 

Misc 








10 d12+2 





ABILITY 


SAVE DC CHARISMA 


FAILURES 
DEATH 








HIT DICE 
ARMOR 


@ Light @ Medium OHeavy @ Shields 


WEAPONS 
@ Simple @ Martial © Other Weapons: 


Rage (+3 melee damage) 


Common Navigator's tools 


Vehicles (air) 





LIMITED FEATURES PROFICIENCIES 


Attack (2 attacks per action) Rage (start/stop) 
Intimidating Presence Frenzy attack (while raging) 


Horns attack (when taking dash action) 


Shove another (when taking attack action) 


ACTIONS 


Horns v Str Melee +7 1d10+3 Piercing 


Advantage on all checks made to shove a creature, but not to avoid being shoved myself; 1d10 extra on a crit in melee 


Battleaxe v Str Melee +7 1d8+3 
Versatile (1d 10); 1d8 extra on a crit in melee 


Slashing 


Unarmed Strike v Str Melee +7 Bludgeoning 


ATTACKS: WEAPONS & CANTRIPS 








Berserker, level 10: 
« Rage (Barbarian 1, PHB 48) [+3 melee damage, 4x per long rest] 
Start/end as bonus action; add damage to melee weapons that use Str; lasts 1 min 
Adv. on Strength checks/saves (not attacks); resistance to bludgeoning/piercing/slashing 
Stops if | end turn without attacking or taking damage since last turn, or unconscious 
¢ Unarmored Defense (Barbarian 1, PHB 48) 
Without armor, my AC is 10 + Dexterity modifier + Constitution modifier + shield 
« Danger Sense (Barbarian 2, PHB 48) 
Adv. on Dexterity saves against seen effects (not blinded/deafened/incapacitated) 
¢ Reckless Attack (Barbarian 2, PHB 48) 
Adv. on melee weapon attacks during my turn, but attacks vs. me adv. until next turn 
¢ Frenzy (Path of the Berserker 3, PHB 49) 
Melee attack as bonus action each turn while raging; +1 level of exhaustion after rage 
« Fast Movement (Barbarian 5, PHB 49) 
| gain +10 ft speed when I'm not wearing heavy armor 
¢ Mindless Rage (Path of the Berserker 6, PHB 49) 
While raging, | can't be charmed or frightened, and such effects are suspended 
¢ Feral Instinct (Barbarian 7, PHB 49) 
Adv. on Initiative; | can enter rage to act normally on the first turn when surprised 
¢ Brutal Critical (Barbarian 9, PHB 49) [1 additional die] 
|can roll additional dice for the extra damage on a critical hit with a melee attack 
¢ Intimidating Presence (Path of the Berserker 10, PHB 49) 
As an action, frighten one creature in 30 ft for one turn if it fails a Wisdom save 
This effect ends if the creature is out of line of sight or more than 60 ft away 
If a creature succeeds its saving throw, it is immune for 24 hours 


CLASS FEATURES 


Silk rope, feet of 


EQUIPMENT 


Is it wrong to go straight for what you want? Sneaking is for cats 
and goblins. 


PERSONALITY TRAITS 


Respect: The thing that keeps a ship together is mutual respect 
between captain and crew. (Good) 


IDEALS 


I'm loyal to Captain Sisay and the Weatherlight first, everyone 
and everything else second. 


| have no patience for chaotic nuisances getting in the way of 
orderly protocol. 


Ship's Passage 


When | need to, | can secure free passage on a Sailing ship for 
myself and my companions. | might sail on the ship | served on, or 
another ship | have good relations with. Because I'm calling in a 
favor, | can't be certain of a schedule or route that will meet my 
every need. My companions and | are expected to assist the crew 
during the voyage. 

BACKGROUND FEATURE 


Y tainetaut [cunning] (+1 Strength, +1 Wisdom) 


Horns: | am proficient with my horns, a 1d10 piercing damage melee 

weapon that grant me advantage on shoving a creature, but not to 

avoid being shoved myself. 

Goring Rush: When taking a Dash action, | can make a horns attack 

as a bonus action. 

Hammering Horns: When taking a melee Attack action, | can 

attempt to shove with my horns as a bonus action. | cannot use this 

to knock a creature prone. 

Labyrinthine Recall: | can perfectly recall any path | have travelled. 
RACIAL TRAITS 


Common clothes 
Belaying pin (club) 
Lucky charm 

Belt pouch (with coins) 
Battleaxe 


WEIGHT CARRIED 
16.2 Ib 
ENCUMBERED 
81 - 160 Ib 
HEAVILY ENCUMBERED 
161 - 240 Ib 
PUSH/DRAG/LIFT 
241 - 480 Ib 





